PLEASE! Pay to play, or everyone gets shelled 


Developers of computer software use the money they make from 
the sale of their products to stay in business. If potential customers 
steal their goods and services, prices must be raised to compensate 
for the losses. Soon legitimate customers can't afford to pay the 
higher prices, and everyone loses. 


Marine Fighters was produced for your enjoyment through the com- 
bined efforts of a dedicated team at Electronic Arts. We—designers, 
artists, programmers, and other committed professionals—depend 
on you to pay a fair price for our software so we can afford to create 
and develop new and better software titles. We encourage you to 
play and enjoy Marine Fighters with your friends, but please don't 
make illegal copies of the program for them. 


Electronic Arts supports the industry’s effort to fight against the 
illegal copying of personal computer software. Thank you for 
helping us in our effort to control software costs by eliminating 
software theft. And please remember, copying computer software 
for any other reason than to make a backup is a violation of 
federal law. Individuals who make illegal copies of this software 
are subject to civil and criminal penalties. 
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WELCOME TO MARINE FIGHTERS 


As the war in Eastern Europe between Russia and NATO intensified 
(See “The Ukraine 1997” campaign in the US Navy Fighters docu- 
mentation.), the US eagerly sought Japanese financial and military 
assistance. But the Japanese—uneasy about their proximity to an 
angry Russian bear—were hesitant to take an active role in the 
conflict. US diplomats understood that the Japanese needed a stake 
in the situation—a compelling reason to be involved, and they were 
quick to manufacture a win/loss situation for their Eastern allies. 


The Kuril Islands turned out to be the “bargaining chip” that drew 
the Japanese into the fray. Occupied by the Russians since the end 
of the Second World War, the southern Kuril islands of Shikotan, 
Kunashir, and Iturup had been a source of bitter contention between 
Russia and Japan for over fifty years. The Japanese have never given 
up their claim to the three islands. The Russians, for their part, see 
the small islands as a strategically vital gate to their Pacific port. 

US diplomats seized the opportunity to play on this dispute: in 
return for active Japanese participation in the war effort, the US 
promised to capture the Kuril Islands and return them to Japanese 
administration. 


Recently the USS Wasp was called in to protect the task force 
charged with leading the assault. The primary objectives now are 

to achieve air superiority over the region while wresting control 

of the remainder of the islands from an entrenched and determined 
Russian army. Good luck. 
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McDonnell Douglas AV-8B Harrier II Plus 
V/STOL (Vertical/Short Take Off and Landing) Multi-Role Attack Aircraft 


In the 1950s, NATO leaders recognized that western air power could 
be decisively crippled by an overwhelming Soviet missile attack on 
NATO airbases. The cry was raised for a fixed-wing jet that could 
operate independent of long, paved runways. What was needed was 
the ability to take off and land vertically. Such an aircraft would allow 
pilots to operate from any flat surface—a road, forest clearing, or 
parking lot. In a quickly changing war situation, these makeshift 
landing spots could be transformed into temporary airbases by 
moving in mobile radar facilities, fuel supplies, weapon stores, 

and air defenses. 


Many engineers toyed with the concept of V/STOL flight through 
the 1950s, and over 30 prototypes of various shapes and complexity 
were built and tested. Among the schemes floating around at the 
time was an unusual design proposed by famous French airplane 
designer Michel Wilbaut. The ‘Gyroptere,’ as Wilbaut called his air- 
craft, employed a single engine driving four centrifugal compressors. 
Around each blower was a housing which could rotate in order 

to change the direction of thrust. Pointed toward the ground, the 
nozzle lifted the airplane vertically; rotated back 90 degrees, the 
result was conventional forward flight. The only V/STOL design 

to use a single engine for both vertical and forward flight (some 
V/STOL prototypes used as many as nine separate engines), Wilbaut’s 
airplane was a straightforward solution to a difficult engineering 
problem. 


NATO officials handed Wilbaut’s concept to Bristol Aero-Engines, 
whose talented engineers transformed it into the elegant Pegasus 
engine. The design so impressed British aircraft manufacturer 
Hawker Siddeley that it funded the development of a prototype, 
designated the P.1127, that would take advantage of the Pegasus 
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engine. The success of this research led to the Kestrel, a V/STOL 
aircraft jointly developed by Britain, Germany, and the US Army. 
As trials with the Kestrel were completed, Britain remained enthu- 
siastic about the project and was moving forward with the next 
development, a P.1127-derived V/STOL aircraft capable of Mach 2, 
designated the Hawker P.1154 Harrier. Unfortunately, the Luftwaffe, 
US Air Force, and US Navy had convinced themselves at this point 
that they could find no operational use for a V/STOL airplane. 
Choosing to go it alone, the British government authorized the 
development of a sub-sonic aircraft based on the Kestrel. The new 
airplane would take advantage of a more powerful Pegasus engine 
and some new avionics developed for the defunct P.1154. It would 
also adopt the P.1154’s name, the Harrier. 


The first Harriers were delivered to the Royal Air Force in 1969. 
Ironically, it was around this time that the US Marines—who had 
not been invited to test the earlier Kestrel—became interested in a 
V/STOL fighter. The Harrier seemed to be a perfect aircraft to provide 
close support during an amphibious invasion. It did not require a 
landing strip or carrier, and it could carry as much ordnance as any 
other support aircraft. With the Marines gung-ho for the airplane, 
Hawker agreed to co-produce the fighter with McDonnell Douglas. 


Even as the first Marine Harrier—designated AV-8A—was entering 
service, Hawker and McDonnell Douglas were already at work 
producing a next generation aircraft. Together with Rolls Royce 
(who now owned Bristol) and Pratt & Whitney, they co-developed 
a more powerful Pegasus engine. In another strange twist in the 
story of the Harrier, the British government chose to withdraw from 
the “Super Harrier” project due to a lack of “common ground.” 
The Marines were still eager for an advanced Harrier, so McDonnell 
Douglas continued development, producing what eventually came 
to be known as the AV-8B Harrier II. 


The AV-8B retains the basic Harrier shape but offers vast improve- 
ments, including the latest avionics and an advanced autopilot. The 
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wing was significantly redesigned to take advantage of a new graphite- 
epoxy composite material, which made the aircraft lighter, improved 
its aerodynamic performance, and increased its weapons load. 


The AV-8B Harrier II Plus program added two enhancements to the 
now established Marine fighter. The first is a chin-mounted FLIR 
sensor that allows the Harrier to operate as a night attack strike 
aircraft. The second is a Hughes AN/APG-65 pulse-Doppler radar, 
giving the aircraft the ability to launch missiles at BVR (beyond 
visual range) distances. 


NOTE: The AV-8B carries no internal jammers. If you want jammers, 
carry the ALQ-167s, which are in the default load. 


Wingspan 30 ft 4 in 
Length 46 ft 4 in 
Height Litt S$ in 
Durability Medium 
Performance Max G-load: 7 
Min G-load: -4 
Sustained G performance: Moderate 
Fuel 7,759 IDS. 


Fuel consumption 4 lbs/sec (military thrust) 


Systems Radar search range: 90 nm 
Radar track range: 50 nm 
IR seeker range: 15 nm 
Lookdown: Superior 


Gun 1 x 30mm gun pod (300 rounds) 
Alr-to-air AIM-9 Sidewinder AAM (2) 
Air-to-surface AGM-65 Maverick AGM (6) 
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British Aerospace (BAe) Sea Harrier FRS.Mk 2 


V/STOL (Vertical/Short Take Off and Landing) Close Support and 
Reconnaissance Aircraft 


In 1975, the British government contracted Hawker Siddeley to 
develop a navalized version of the Harrier, later designated the 

Sea Harrier FRS.Mk 1. The Sea Harrier was developed as a multi-role 
aircraft (FRS stands for “fighter/reconnaissance/strike”) that could 
operate from the new “through-deck cruiser” carriers of the Royal 
Navy. Its primary purpose was to defend British ships from low-flying 
Soviet bombers armed with cruise missiles. The project called for 
few changes in the airframe: the substitution of new anti-corrosive 
alloys, modified landing and parking gear for deck operations, and 
a slightly altered tailplane. Internally, however, the Sea Harrier was 
a new beast. A Ferranti Blue Fox allowed the pilot to search for both 
air and surface targets, and new nav/attack avionics allowed for 


‘accurate navigation over the ocean and a more diverse weapons mix. 


Deliveries of Sea Harriers to the Royal Navy began in 1979, and only 
three years later the aircraft was tested in combat over the Falkland 
Islands. Carrying the potent Sidewinder, the Sea Harrier was used 
heavily in the air-to-air role, undertaking combat air patrols in defense 
of strike aircraft, ground units, and the task force itself. Despite 

its limited payload and operational range, the airplane performed 
with amazing success under adverse weather conditions, destroying 
20 Argentine aircraft with no losses to friendly fighters. 


In 1985, the UK Ministry of Defence awarded a contract to British 
Aerospace (a nationalized agency which Hawker had joined in 1977) 
to produce an updated Sea Harrier. The FRS.Mk 2 features a more 
powerful Pegasus 106 and the ability to carry the AIM-120 AMRAAM. 
A new Ferranti Blue Vixen radar also provides all-weather lookdown/ 
shootdown capabilities as well as enhanced target acquisition and 
missile launch range. 
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NOTE: The FRS.Mk 2 carries no internal jammers. If you want 
jammers, carry the ALQ-167s. 


Wingspan 27 t 310 
Length 46 ft 3 in 
Height 124t.2:m 
Durability Medium 
Performance Max G-load: 7 
Min G-load: -4 


Sustained G performance: Moderate 
Fuel consumption 4 lbs/sec (military thrust) 


Systems Radar search range: 90 nm 
Radar track range: 50 nm 
Lookdown: Medium 


Gun 2 x 30mm gun pod (310 rounds) 
Air-to-air AIM-120 AMRAAM (4) 
Air-to-surface None 


Yakovlev Yak-141 ‘Freestyle’ 


Single-Seat Carrier-Borne V/STOL (Vertical or Short Take Off 
and Landing) Multi-Role Fighter 


The Yak-141 was developed in the 1970s as a replacement for the 
Yak-38 Forger, a V/STOL multi-role fighter and attack aircraft serving 
on Kiev class aircraft carriers. Though simple compared to current 
versions of the Harrier, the Yak-141 features fly-by-wire control and 
the advanced weapon avionic suite used in the MiG-29 and Su-27. 
Unlike the AV-Sea Harrier, the Yak-141 is supersonic. 


NOTE: The YAK-141 carries no internal jammers. If you want 
jammers, carry the ALQ-167s. 
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Wingspan 33 ft 1.75 in 
Length 60 ft 
Height 19 ft 4.25 in 
Durability Medium 
Performance Max G-load: 7 
Min G-load: -4 
Sustained G performance: Moderate 
Fuel 9,700 lbs 


Fuel consumption 4 lbs/sec (military thrust), 17 lbs/sec (afterburner) 


Systems Radar search range: 40 nm 
Radar track range: 20 nm 
Lookdown: Average 


Gun 1 x 30mm gun (1000 rounds) 
Alr-to-air AA-10 ‘Alamo’ (2) 

AA-11 ‘Archer’ (2) 
Air-to-surface None 


Lockheed AC-130U Spectre 


Gunship Aircraft 


The AC-130A gunship was employed as a truck killer and night 
interdiction aircraft on the Ho Chi Minh trail from the close of 
1967 until the end of the war in Vietnam. The AC-130U is an 
improved all-weather version developed in the 1990s. Basically 

a combat version of the sturdy C-130H, the AC-130U is outfitted 
with a digital fire control radar, two cannon (25mm and 40mm 
respectively), and a 105mm howitzer. The afore-mentioned guns 
are massed on the left side of the airplane, thus allowing the pilot 
to concentrate firepower on a target while circling in a counter- 
clockwise direction. 


Wingspan 
Length 
Height 
Durability 


Performance 


Fuel 
Fuel consumption 


Systems 


Gun 


Air-to-surface 


Alr-to-air 
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38 ft 3 in 

High 

Max G-load: 3 

Min G-load: -2 

Sustained G performance: N/A 
45,012 lbs 

1 Ibs/sec (military thrust) 


Radar search range: 50 nm 
Radar track range: 30 nm 
Lookdown: Average 


25mm cannon (3,000 rounds) 
40mm cannon (1,000 rounds) 
105mm howitzer (500 rounds) 


None 


None 


> LAU-10: 4 5-inch ZUNI High Explosive Rockets 


> LAU-61: 19 2.75-inch M151 High Explosive Rockets 


(Maximum effective range for either is approximately one mile.) 


> SNAKEEYE RETARDED BOMB (w/range equal to the MK82) 


HOW TO FLY VTOL CRAFT 


Once airborne, the Harrier and Yak aircraft fly essentially the same 
as the other planes of U.S. Navy Fighters. The tricky part is getting 
the planes in the air and landing them safely on the carrier. 


VTOL craft can take off from a fixed spot and hover in the air. 
They are propelled by jets called vector nozzles. Located near the 
fuselage, vector nozzles can be rotated 100 degrees to provide both 
upward and forward thrust. 


NOTE: VTOL craft can't hover well fully loaded with fuel and 
weapons. The Yak 141 is difficult to hover under any circumstance. 


Vertical Take Off 
NOTE: Vertical Take Off is possible only if the craft is lightly loaded. 
1. Press (N) to activate Navigation Mode. 


2. Press (Shift}{X} to rotate the vector nozzles to -90 degrees 
(straight down). 


3. Press (5) to push the throttle to 100%. Your craft lifts off. 


4. Keep the nose of the aircraft level with the horizon, but be 
careful not to stall the aircraft. 


5. When you reach an altitude of approximately 500 feet, press 
three times to rotate the vector nozzles to 60 degrees. As you 
pass stall speed (80-90 knots), press (Shift}-(Z] to rotate the vector 
nozzles back to zero degrees. 
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Short Take Off 
1. Press (5) to push the throttle up to 100. 


2. As you reach stall speed (80-90 knots), press (X) four times 
to rotate the vector nozzles to -40 degrees. 


3. When airborne, press (G) to bring the landing gear up. 


4. Press (Shift}{Z] to rotate the vector nozzles back to zero degrees. 


Landing 


Landing a VTOL aircraft can be a challenge. Because there are no 
arresting hooks on the craft, the pilot must ease the plane to the 
carrier deck in a kind of “rolling hover.” To land a VTOL: 


1. Press (2) to pull the throttle back to 25% about two miles from 
the carrier. Press (G) to lower the landing gear. 


2. Press (Shift}{x] to rotate the vector nozzles to -90 degrees. 


3. Keep the nose up just enough to keep the engine from stalling 
as you coast onto the deck. 


NOTE: Try not to use the rudders at speeds at or close to stall speed. 


VTOL Flight Model 


The HSI indicates two things: your horizontal velocity and your 
vertical velocity. The Vertical Velocity Ticks move up and down 
the vertical bars to show your climb/sink rate. The lower edge 

of the vertical bars marks the point at which you begin to stall 
rather than sink. The centerline markers indicate the “zero sink 
rate” position, which is the position at which the craft will hover. 


The Horizontal Velocity Marker moves around the entire indicator 
to show forward/back and side-to-side speed. The cross in the 
center indicates zero horizontal velocity, which means the craft 

is not climbing when the marker covers the cross. The borders 

of the display represent approximately 10 knots in each direction 
from the center. 


HUD (Heads-Up Display) 
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The Basic Hud on VTOL craft is similar to those of aircraft in US Navy Fighhters. 
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USMF TECHNICAL ADDENDUM 


System Requirements 
> IBM AT 100% Compatibles. 


y 


Intel 486/33 or faster or 100% compatible 

> 24 MB hard disk space required (full install of USNF + USMF). 
> 8 MB of RAM. 

> Double speed or faster CD-ROM drive. 

> MS-DOS 5.0 or higher. 

> IMB SVGA card or better. 


> MS-Mouse version 8.2 or higher driver or 100% compatible. 


Installing Marine Fighters 


NOTE: You must have US Navy Fighters FULLY installed on your 
PC before installing Marine Fighters. If US Navy Fighters is not 
fully installed, complete a Full Installation now. 


1. Insert the Marine Fighters CD into the CD drive. 


2. Type the letter corresponding to the disk drive, followed by 
a colon. (For example, D:) 


3. Type install, then follow the prompts. 


Starting Marine Fighters 
1. Insert the Marine Fighters CD into the CD drive. 


2. At the DOS prompt, move to the directory where the game is 
installed. By default, it is installed in C:NUSNE, so you would type: 


cd Musnf (Enter). 
3. To start the program, type mf (Enter). 
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The following information describes features and controls new to 
US Navy Fighters. 


> To Eject, press (Shift}{E} twice. 


> You can’t eject from the AC-130; it has no ejection seat. 


> The STICK, RUDDER, and THROTTLE controls have moved from 
the PREF menu to a new CONTROL menu. 


> There’s a “HSI” (horizontal situation indicator) that’s displayed 
on the HUD of the AV-8 and other VTOL planes, when they’re 
going very slowly and you’re in NAV mode. It shows your hori- 
zontal motion and your vertical (climb/sink) motion. 


> There is a new item in the PREF menu called “Large Windows.” 
. If selected, your pop-up windows are shown double-sized if your 
video mode is 640x480 or better. 


> The new command (;)] sets your target to NOTHING. 
> The new command (Ctrl }{F) prints your current frame-rate. 


> A STATS screen is displayed after every mission as the last few 
pages of your pilot record in the VIEW PILOTS screen. 


> The QUICK MISSION screen lets you select where your mission 
takes place: UKRAINE or KURIL ISLANDS. 


> Pro Mission Creator lets you create missions in the Kuril Island 
and the Ukraine. 
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US NAVY FIGHTERS DOCUMENTATION ADDENDUM 


The following information amends documentation to U.S. Navy 
Fighters. 


Configuration 


> If you're having problems getting USNF to run, try contacting 
your graphics card manufacturer and getting their latest VESA 
driver. Specifically, problems with the DIAMOND VIPER can 
be solved by downloading their latest VPRMODE driver and 
running “VPRMODE VESA” before running USNE. 


> VGA cards made by OAK (e.g., “OAK OTI-067 512k”) have 
caused config problems in the past. Cards using the ET-4000 
chipset generally work fine. 


> If using a WCS, the BLACK hat mode switch should be DIGITAL 
and the RED one should be ANALOG. 


> A problem was reported with the PACKARD BELL-supplied 
sound card regarding inconsistent palette colors. The problem 
is unresolvable at this time. 


> Cirrus Logic VGA cards seem to cause a “clicking” noise more 
than other cards. This problem can be resolved by using the 
latest VESA driver from Cirrus or by using UNIVBE. 
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Gameplay 


NOTE: The USNF keyboard reference booklet is in the front of the 
CD-ROM case! The Marine Fighters key commands are listed on 
the enclosed Command Summary card. 


Incoming Missile Tracking View is available by pressing (F5 }. This 
feature offers an external view of your airplane in the foreground, 
looking in the direction of the incoming missile. 


The Keyboard Reference lists WEAPON WINDOW as (Shift}-(7] and 
SYSTEM WINDOW as (Shift}-(8]. These are reversed. 


Both U.S. Navy Fighters and Marine Fighters feature a customizable 
Mission Briefing page. When you create your own missions, you 
can describe them in the Mission Briefing. See the BRIEFING. TXT 
file for more information. 


There are two low-fuel warnings: 


“Joker fuel” means you have 10 minutes beyond the minimum 
amount of fuel needed to get to your carrier (assuming that you’re 
flying at your most efficient speed at your current altitude). 


“Bingo fuel” means you have 5 minutes beyond the minimum 
(“Better turn home now if you want to land!”) 


If you have more than one wingman, only the first will radio back 
a reply to your commands. All of them will obey your commands. 


Losing your wingman in a campaign does not affect how many 
planes you have left in the campaign. 


Your wingman gets the exact same weapons load that you select 
for your plane. 


When your wingmen detect targets to their side or rear, it isn’t 
because they have a “magic radar.” They’re just using their RWR, 
which has full 360-degree coverage. 
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Wingman-relevant information appearing on the STATS SCREEN 
applies only to your FIRST wingman. The STATS SCREEN does not 
account for additional wingmen. 


When using laser-guided bombs (such as Paveway), you must keep 
the target locked with your laser until the bomb hits. 


The PAVE SPIKE laser designator can track at any angle, so you 
can launch a Paveway at a target, then turn your plane around. 
The PAVE SPIKE will keep the target locked. 


None of the current planes are equipped with internal laser designa- 
tors. If you're using PAVEWAYS or any other laser-guided munitions, 
you'll need to take a PAVE SPIKE laser designator also. 


Using a CHEAT function will prevent you from getting any medals 
for THAT MISSION ONLY. If you play other missions without the 
cheats, medals will be awarded based on your performance. 


There are no promotions available in the UKRAINE campaign, 
but there are promotions in the KURIL campaign. 


The HARM requires that its target have its radar on during the 
entire time you are flying toward that target. This typically happens 
when that target has acquired a tracking lock on something and is 
about to fire at it. (Type (M) to turn on the HARM seeker.) 


Therefore, SOMEONE has to be close to the target in order for your 
HARM to hit. Typically, that SOMEONE is YOU! 


If your air-to-ground missile is showing its “camera view” in your 
target window and you want to go back to seeing your target, 


press (Shift}(4] twice. 


If your wingman detects a target and you want him to attack 
that target rather than your target: 


1. Press (;) to reset your target to “nothing.” 


2. Press (Alt )(E) to tell your wingman to engage. 
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Use your RWR view ((shift)-5)) to see what missiles are doing: 


Any missile you fire flashes only while it tracks its target. 
Any missile fired at you flashes only while it tracks you. 
All other missiles are shown as solid dots. 


When you hear “call the ball” from your carrier, you will auto- 
matically transmit back an “on the ball” message as soon as you 
are properly lined up on the approach path, with acceptable 
speed/angles for landing. 


Not all planes have a CCIP mode for their HUD. Since a CCIP is 
basically necessary if you're carrying dumb bombs, you should 
carry them only on those planes with a CCIP: A7, AV8, F18, F22. 


Although the USNF manual claims the Tu-26 has no guns, it does 
have a tail gun. 


EARNING MEDALS AND PROMOTIONS 


(In US Marine Fighters) 


Earning Medals In The Kuril Campaign 


> Navy Medal of Honor: down 6 fighters in a mission with guns 
only. 


> Navy Cross: sink 8 ships total. 
> Navy Distinguished Service: kill 30 planes total. 
> Silver Star: successfully complete mission #29. 


> Air Medal: kill 15 fighters total. 
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> Navy Achievement: lead your wingman to down 3 planes in 
a mission, while also downing 3 planes in a mission yourself. 


> Navy Commendation: successfully complete mission #17. 


> Purple Heart: get wounded (when you see the messages 
“YOU'VE BEEN HIT” or “YOU ARE ABOUT TO DIE FROM 
YOUR WOUNDS.” 


NOTE: No medals are awarded if any “cheating” options were used: 
> Invulnerable 
> Unlimited ammo 
> Unlimited fuel 
> Pull extra G 
> Show target info 
> No crashes 


No medals are awarded if you killed any friendlies. (And if you did, 
that mission’s kills aren’t added to your kill totals.) 


If you lost the mission, the only medal possible is the Purple Heart. 


Most medals can only be awarded once, but you can get 3 Purple 
Hearts. 


Earning Promotions 


The first promotion (Captain) happens roughly a third of the way 
through the campaign. It can happen earlier if you’ve shot down 
a lot of enemy fighters. 


The second promotion (Major) happens around two thirds of the 
way through the campaign. It too can happen earlier if you’re a 
total psycho. 


Designer/Programmer: Brent Iverson 


Technical Director: Scott Cronce 
Graphic Artists: Nick Corea and Alyson Markell 
Writing: David Luoto 


Scenarios: Ed Gwynn, David Luoto, Steve Matulac, Phil Engstrom 
Frank Gibeau, and Jeff Glazier 


) 


Music and Sound Effects Produced by: Big Fat, Inc.: Dave Govett, 
Adam Holzman, and The Fat Man, George Sanger; Tony Berkeley 


Produced by: Paul Grace 

Product Support Supervisor: Evan Brandt 
QA Project Leader: Reece Thornton 

QA Assistant Project Leader: David J. Reese 


Testers: Mark Franz, Bill LaCoste, Sean Mustakas, Forest Yule, 
James Flores, Graham Wood 


Documentation: David Luoto & Hans Poolos 


Documentation Design and Layout: Corinne Mah 
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TECHNICAL SUPPORT 


If you have questions about the program, our Technical Support Department can help. If your 
question isn't urgent, please write to us at: 


Origin Product Support 
5918 W. Courtyard Dr. 
Austin, TX 78730 


OR 


Electronic Arts Technical Support 
P.O. Box 7578 
San Mateo, CA 94403-7578 


Please be sure to include the following information in your letter: 

> Product name and version number 

> Type of computer you own: Processor brand, CD-ROM brand and speed 
> Amount of RAM and a copy of your AUTOEXEC.BAT and CONFIG.SYS files 


Any additional system information (like type and make of monitor, video card, printer, 
modem etc., and hardware settings and driver versions.) 


Y 


> MS- DOS version number 
> Description of the problem you're having 


If you need to talk to someone immediately, call Origin Product Support at (512) 335-0440, 
Monday through Friday between 9:00 AM and 5:00 PM, CST, or call Electronic Arts Technical 
Support at (415) 572-ARTS Monday through Friday between 8:30 AM and 4:30 PM, Pacific 
Time. Please have the above information ready when you call. This will help us answer your 
question in the shortest possible time. 


If you live outside of the United States, you can contact one of our other offices. 
In the United Kingdom, contact: 


Electronic Arts Ltd. 
P.O. Box 835 

Slough SL3 8XU, UK. 
Phone (753) 546465 


In Australia and New Zealand, contact: 


Electronic Arts Pty. Ltd. 
P.O. Box 432 
Southport Qld 4215 
Australia 


Within Australia call: 
Phone: (075) 711 811 


Within New Zealand call: 
Phone: +61 75 711 811 
between 9am-5pm Eastern Standard Time 


Limited Warranty 


Electronic Arts (“EA”) warrants to the original purchaser of the computer software product, 
for a period of ninety (90) days from the date of original purchase (the “Warranty Period”), 
that under normal use, the magnetic media and the user documentation are free from defects 
in materials and workmanship. 


Warranty Claims 


To make a warranty claim under this limited warranty, please return the product to the point 
of purchase, accompanied by proof of purchase, your name, your return address, and a state- 
ment of the defect. OR send the disk(s) to us at the above address within 90 days of purchase. 
Include a copy of the dated purchase receipt, your name, your return address, and a state- 
ment of the defect. EA or its authorized dealer will, at our option, repair or replace the product 
and return it to you (postage prepaid) or issue you with a credit equal to the purchase price. 


To replace defective media after the 90-day warranty period has expired, send the original 
disk(s) to the above address. Enclose a statement of the defect, your name, your return 
address, and a check or money order for $7.50. 


The foregoing states the purchaser’s sole and exclusive remedy for any breach of warranty 
with respect to the software product. 


Limitations 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS 
OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ELECTRONIC ARTS. ANY 
IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES 
OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE 
NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL ELECTRONIC ARTS BE 
LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM 
POSSESSION, USE, OR MALFUNCTION OF THIS ELECTRONIC ARTS SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or exclu- 
sions or limitations of incidental or consequential damages so the above limitations and/or 
exclusions of liability may not apply to you. This warranty gives you specific rights, and you 
may also have other rights which vary from state to state. 


NOTICE 


ELECTRONIC ARTS RESERVES THE RIGHT TO MAKE IMPROVEMENTS IN THE PRODUCT 
DESCRIBED IN THIS MANUAL AT ANY TIME AND WITHOUT NOTICE. 


THIS MANUAL AND THE SOFTWARE DESCRIBED IN THIS MANUAL ARE COPYRIGHTED. ALL 
RIGHTS ARE RESERVED. NO PART OF THIS MANUAL OR THE DESCRIBED SOFTWARE MAY BE 
COPIED, REPRODUCED, TRANSLATED, OR REDUCED TO ANY ELECTRONIC MEDIUM OR 
MACHINE-READABLE FORM WITHOUT THE PRIOR WRITTEN CONSENT OF ELECTRONIC 
ARTS, P. O. BOX 7578, SAN MATEO, CALIFORNIA 94403-7578, ATTN: CUSTOMER SUPPORT. 


SOFTWARE AND DOCUMENTATION © 1995 ELECTRONIC ARTS. ALL RIGHTS RESERVED. 


758105 


